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AMENDMENTS TO THE CLAIMS: 

Please replace the claims with the claims provided in the listing below 
wherein status, amendments, additions and cancellations are indicated, 

1 . (Currently Amended) A video game device for displaying a play 
character on a game screen displayed on a monitor, comprising: 

an operation member for moving the play character from a reference 
position to a predetermined position in a game space, 

a storage unit arranged to store a first image data group including a 
plurality of frames of image data which provide a display of a first action relating 
to the moving action of the play character and a second image data group including 
a plurality of frames of image data which provide a display of a second action of 
the play character different from the first action, 

a display control unit for reading the first arid second image data groups 
from the storage unit and displaying the action of the play character based on the 
read frames of image data, the display control unit being arranged to consecutively 
display the frames of image data at a constant time interval, and 

a switch control unit for switching the first image data group to the second 
image data group such that the first action and the second action are smoothly 
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successively displayed without any discontinuity when the play character reaches 
the predetermined position by repeatedly displaying the first action, 

the display control unit being coupled to the operation member and being 
arranged to sequentially display an image corresponding to each of the plurality of 
frames of the image data for the first action repeatedly s equenced at a base rate 
corresponding to the constant time interval and related to the moving action of the 
play character stored in the storage unit when the operation member is not operated 
and during the movement of the play character from the reference position to the 
predetermined position such that the same moving action of the play character is 
repeatedly displayed when the operation member is not operated, 

when the operation member is being operated , the display control unit being 
arranged to generate new image data for a new frame to be created between 
successive frames stored in the storage unit by interpolation between the successive 
frames repeatedly sequenced at a rate differing from said base rate hascd on a 
repetition rate of the operation of the operation member and then to display the 
newly generated image data to present the first, action at said rate differing from 
said base rate. 
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2. (Previously Presented) A video game device according to claim I > wherein 
a specified frame of image data of the first image data group is switched to a frame 
of image data of the second image data related to the specified frame when the play 
character reaches the predetermined position. 

3. (Original) A video game device according to claim 1 > wherein the specified 
frame is the last frame of the first image data group or a frame relating to the last 
frame, and the frame of the second image data group relating to the specified frame 
is the first frame thereof. 

4-7. (Canceled) 

8. (Currently Amended) A video game device accordingto claim I, wherein 
the moving speed of the play character displayed on the monitor by the first action 
varies according to the o pera t ed amount the repetition rate of the operation of the 
operation member, the unit moved amount of the play character by the first action 
being defined as a distance of the movement of the play character in said plurality of 
frames of image data for the first action and being set at a constant value regardless 
of the moving speed of the play character, and the distance of the predetermined 
position from the reference position is a multiple of the unit moved amount. 
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9. (Currently Amended) A character action setting method in a video game 
in which a play character is displayed on a game screen on a monitor and moved 
from a reference position lo a predetermined position in a game space by operating 
an operation member, the method comprising the steps of: 

preparing a first image data group including a plurality of frames of image 
data for displaying a first action relating to the moving action of the play character 
and a second image data group including a plurality of frames of image data for 
displaying a second action different from the first action; 

consecutively displaying a frame of image data at a constant time interval, 
said step of displaying a frame of image data comprising the steps of 

sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action repeatedly sequenced at a base rate 
corresponding to the constant time interval and related to the moving action of the 
play character when the operation member is not operated and during the movement 
of the play character from the reference position to the predetermined position such 
that the same moving action of the play character is repeatedly displayed when the 
operation member is not operated, and 

upon operation of the operation member, 

generating new image data for a new frame to be created 
between successive frames by interpolation between the successive frames repeatedly 

(> rf»K47 .wniK (IT 10) w,»l 
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sequenced at a rate differing from said bascxate based on a repetition rate oC ihc 
operation of the operation member, and 

displaying the newly generated image data to present the first 
action at said rate differing from said base rate ; and 

switching the first image data group to the second image data group such that 
the first action and the second action are smoothly successively displayed without any 
discontinuity when the play character reaches the predetermined position by 
repeatedly displaying the first action. 

10. (Previously Presented) A character action setting method according to 
claim 9, wherein a specified frame of image data of the first image data group is 
switched to a frame of image data of the second image data related to the specified 
frame when the play character reaches the predetermined position. 

11. (Original) A character action setting method according to claims, 
wherein the specified frame is the last frame of the first image data group or a frame 
relating to the last frame, and the frame of the second image data group relating to 
the specified frame is the first frame thereof. 

12-15. (Canceled) 
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16. (Currently Amended) A character action setting method according io 
claim % wherein the moving speed or the play character displayed on the monitor by 
the first action varies according to IliC operated am o un t the repetition rate of the 
operation o f the operation member, further comprising the steps of defining a unit 
moved amount as a distance of the movement of the play character in the plurality 
or frames or image data for the first action and setting the unit moved amount or the 
play character by the first action at a constant value regardless of the moving speed 
of the play character, and the distance of the predetermined position from the 
reference position is a multiple of the unit moved amount. 

17. (Previously Presented) A computer-readable recording medium storing 
a character action setting program in a video game in which a play character is 
displayed on a game screen on a monitor and moved from a reference position to a 
predetermined position within a game space by operating an operation member, the 
character action setting program comprising the steps of 

preparing a first image data group including a plurality or frames of image 
data for displaying a first action relating to the moving action of the play character 
and a second image data group including a plurality of frames of image data for 
displaying a second action different from the first action; 

consecutively displaying a frame of image data at a constant time interval, 
said step of displaying a frame of image data comprising the steps of 
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sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action repeatedly sequenced at a base rate 
corresponding to the constant time interval and related to the moving action of the 
play character when the operation member is not operated and during the movement 
of the play character from the reference position to the predetermined position such 
that the same moving action of the play character is repeatedly displayed when the 
operation member is not operated, and 

upon operation of the operation member, 

generating new image data for a new frame to be created 
between successive frames by interpolation between the successive frames repeatedly. 
sequenced at a rate differing from said base rate based on a repetition rate of the 
detected operation of the operation member, and 

displaying the newly generated image data to present the first 
action at said rate differing from said base rate : and 

switching the first image data group to the second image data group such that 
the first action, and the second action are smoothly successively displayed without 
any discontinuity when the play character reaches the predetermined position by 
repeatedly displaying the first action. 

1 8. (Previously Presented) A computer-readable recording medium according 
to claim 1 7, wherein a specified frame of image data of the first image data group is 



KI.H47 m-M* [IT l« I WnJ 



PAGE 12/30' RCVD AT 4/4/2005 10:51:37 PM [Eastern Daylight lime] * SVRUSPTO-EFXRMfO ' DNIS:8729306 * CSID:516 624 2215 1 DURATION (mm-ss):0M0 



Rpr 04 05 09:54p H F Ruschmann 



51G G24 2215 



p. 13 



Docket No. F-6847 Scr. No. 09/767,458 

switched lo a frame of image data of the second image data related to the specified 
frame when the play character reaches the predetermined position. 

1 9. (Original) A computcr-readahle recording medium according to claim 1 7, 
wherein the specified frame is the last frame of the first image data group or a frame 
relating to the last frame, and the frame of the second image data group relating to 
the specified frame is the first frame thereof. 

20-23. (Canceled) 

24. (Currently Amended) A computer-readable recording medium 
according lo claim 1 7, wherein the moving speed of the play character displayed on 
the monitor by the first action varies according to the uuea <itui dinuunt the repetition 
rate of the operation of the operation member, further comprising the steps of 
defining a unit moved amount as a distance of the movement of the play character in 
the plurality of frames of image data for the first action and setting the unit moved 
amount of the play character by the first action at a constant value regardless of the 
moving speed of the play character, and the distance of the predetermined position 
from the reference position is a multiple of the unit moved amount. 
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25. (Currently Amended) A video game device according to claim 1 , wherein 
the repetition rate of the operation of the operation member is multiplied by a 
predetermined coefficient set for the game to obtain a delta animation value, the 
display control unit being arranged lo generate the new image data for the new frame 
to be created between successive frames stored in the storage unit by interpolation 
between the successive frames based on the delta animation value. 

26. (Previously Presented) A video game device according lo claim 1, 
wherein when the operation member is being operated, the display control unit is 
arranged to display the newly generated image data such that the number of frames 
displayed in a predetermined time is reduced when the operation member is operating 
in comparison to when the operation member is not operated. 

27. (Previously Presented) A character action selling method according lo 
claim 9, wherein the newly generated image data is displayed such that the number 
of frames displayed in a predetermined lime is reduced when the operation member 
is operating in comparison to when the operation member is not operated. 

28. (Previously Presented) A computer-readable recording medium according 
to claim 17, wherein Ihe newly generated image data is displayed such that the 

I 1 rttx47m»i" 1W* If) wpU 



PAGE 14/30 1 RCVD AT 4/412005 10:51:37 PM [Eastern Daylight Time] * SVR:USPTO-EFXRF-1/0 * 01118:8729306 * CSID:516 624 2215 * DURATION (mm-ss):06-10 



Rpr 04 05 09:54p H F Ruschmann 



51G G24 2215 



p. 15 



Docket No. F-6847 Ser. No. 09/707,458 

number of frames displayed in a predetermined lime is reduced when the operation 
member is operating in comparison lo when the operation member is not operated. 

29. (Previously Presented) A video game device for displaying a human play 
character on a game screen displayed on a monitor, comprising: 

an operation member for moving the human play character from a reference 
position to a predetermined position in a game space, 

a storage unit for storing a first image data group including a plurality of 
frames of image data for displaying a first action relating to the moving action of the 
play character and a second image data group including a plurality of frames of image 
data for displaying a second action, 

a display control unit for reading the first and second image data groups from 
the storage unit and displaying the action of the play character based on the read 
frames of image data, the display control unit being arranged to consecutively display 
the frames of image data at a constant time interval, said display control unit being 
arranged such that the moving speed of the play character displayed on the monitor 
by the first action varies according to the operated amount of tho operation member, 
the unit moved amount (I) being defined as a distance of the movement of the play 
character in said plurality of frames of image data for the first action and being set 
at a constant value regardless of the moving speed of the play character, and the 
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distance (L) of the predetermined position from the reference position is a multiple 
of the unit moved amount (1), and 

a switch control unit for switching the first image data group to the second 
image data group such that the first action and the second action are smoothly 
successively displayed without any discontinuity when the play character reaches the 
predetermined position by repeatedly displaying the first action, 

the display control unit being coupled to the operation member and being 
arranged to sequentially display an image corresponding to each of the plurality of 
frames of the image dala for the first action stored in the storage unit when the 
operation member is not operated, 

when the operation member is being operated, the display control unit being 
arranged to generate new image dala for a new frame to be created between 
successive frames stored in the storage unit by interpolation between the successive 
frames based on the operation of the operation member and then to display the newly 
generated image data. 

30. (Previously Presented) A character action setting method in avideo game 
in which a human play character is displayed on a game screen on a monitor and 
moved from a reference position to a predetermined position in a game space by 
operating an operation member, the method comprising the steps of: 

1 3 VtM47 niirftt \tf IE)! WJht 
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preparing a first image data group including a plurality of frames of image 
data for displaying a first action relating to the moving action of the play character 
and a second image data group including a plurality of frames or image data for 
displaying a second action; 

consecutively displaying a frame of image data at a constant time interval, 
said step of displaying a frame of image data comprising the steps of 

sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action when the operation member is not 
operated, and 

upon operation of the operation member, 

varying the moving speed of the play character displayed on 
the monitor by the first action according to the operated amount of the operation 
member, 

defining a unit moved amount(l) as a distance of the 
movement of the play character in the plurality of frames of image data for the first 
action; 

setting the unit moved amount (1) of the play character by the 
fust action at a constant value regardless of the moving speed of the play character, 

setting the distance (L) of the predetermined position from the 
reference position as a multiple of the unit moved amount (1), 
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generating new image data for a new frame lo be created 
between successive frames by interpolation between the successive frames based on 
the operation of the operation member, and 

displaying the newly generated image data such that the 
number of frames Tor the first action displayed in a predetermined time is reduced 
when the operation state of the operation member is changed; and 

switching the first image data group lo the second image data group such that 
the first action and the second action are smoothly successively displayed without any 
discontinuity when the play character reaches the predetermined position by 
repeatedly displaying the first action. 

31. (Previously Presented) A computer-readable recording medium storing 
a character action setting program in a video game in which a human play character 
is displayed on a game screen on a monitor and moved from a reference position lo 
a predetermined position within a game space by operating an operation member, the 
character aclion setting program comprising the steps of: 

preparing a first image data group including a plurality of frames of image 
data for displaying a first action relating to the moving action of the play character 
and a second image data group including a plurality of frames of image data for 
displaying a second action; 

15 rt»H47umirt iw ">! 
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consecutively displaying a frame of image data at a constant time interval, 
said step of displaying a frame of image data comprising the steps of 

sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action when the operation member is not 
operated, and 

upon operation of the operation member, 

varying the moving speed of the play character displayed on 
the monitor by the first action according to the operated amount of the operation 
member, 

defining a unit moved amount(l) as a distance of Ihc 
movement of the play character in the plurality of frames of image data for the first 
action; 

setting the unit moved amount (I) of the play character by the 
first action at a constant value regardless of the moving speed of the play character, 

setting the distance (L) ofthc predetermined position from the 
reference position as a multiple ofthc unit moved amount (I), 

generating new image data for a new frame to be created 
between successive frames by interpolation between the successive frames based on 
the detected operation ofthc operation member, and 



1 6 Run? ii»«n* 1 1 v 1 1>: wixi 



PAGE 19/30 * RCVD AT 4/4/2005 10:51:37 PM [Eastern Daylight Time] * SVR:USPT0-EFXRF-1/Q * DNIS:8729306 * CSID:516 624 2215 * DURATION ^nm<s):08-10 



Rpr 04 05 09:55p H F Rusohmann 



516 624 2215 



p. 20 



Docket No. F-6847 Sen No. 09/767,458 

displaying the newly generated image data such that the 
number of frames for the first action displayed in a predetermined lime is reduced 
when the operation state of the operation member is changed; and 

switching the ilrst image data group to the second image data group sueh that 
the first action, and the second action are smoothly successively displayed without 
any discontinuity when the play character reaches the predetermined position by 
repeatedly displaying the first action. 

32. (Previously Presented) A video game device according lo claim I, 
wherein the play character is human, the first action is a running action of the human 
and the second action is an action performed by a human after reaching a finish line 
of an athletic competition. 

33. (Previously Presented) A character action setting method according to 
claim K ) y wherein the play character is human, the first action is a running action of 
the human and the second action is an action performed by a human after reaching 
a finish line of an athletic competition. 

34. (Previously Presented) A computer-readable recording medium according 
to claim 17, wherein the play character is human, the first action is a running action 

I 7 i'mw? Mt*rt (vr id; 
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of the human and the second action is an action performed by a human after reaching 
a finish line of an athletic competition. 

35. (Previously Presented) A video game device according to claim 29, 
wherein the first action is a running action of the human and the second action is an 
action performed by a human after reaching a finish line of an athletic competition. 

36. (Previously Presented) A character action setting method according to 
claim 30, wherein the first action is a running action of the human and the second 
action is an action performed by a human after reaching a finish line of an athletic 
competition. 

37. (Previously Presented) A computer-readable recording medium according 
to claim 3 1 , wherein the first action is a running action of the human and the second 
action is an action performed by a human after reaching a finish line of an athletic 
competition. 

38. (New) The video game device according to claim 1 , wherein the operation 
of the operating member includes alternate operation of at least two operating 
members. 
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39. (New) The method according to claim 9, wherein the operation of the 
operating member includes alternate operation of at least two operating members. 

40. (New) The recording medium according to claim 17, wherein the 
operation of the operating member includes alternate operation of at least two 
operating members. 

4 1 . (New) The video game device according to claim 29, wherein: 

the display control unit consecutively displays the frames of image data at 
the constant time interval so as to display the play character moving at a base rate 
speed; and 

said display control unit is arranged such that the moving speed of the play 
character displayed on the monitor by the first action varies from the base rate 
according to a repetition rate of the operated amount of the operation member. 

42. (New) The video game device according to claim 4U wherein the 
operation of the operating member includes alternate operation of at least two 
operating members. 

43. (New) The method according to claim 30, wherein: 
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said sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action when the operation member is not 
operated displays the play character moving at a base rate speed; and 

said varying the moving speed of the play character displayed on the 
monitor by the first action according to the operated amount of the operation 
member varies the moving speed from the base rate according to a repetition rate of 
the operated amount of the operation member. 

44. (New) The method according to claim 43, wherein the operation of die 
operating member includes alternate operation of at least two operating members. 

45, (New) The computer-readable recording medium according to claim 3 1 , 
wherein: 

said sequentially displaying an image corresponding to each of the plurality 
of frames of the image data for the first action when the operation member is not 
operated displays the play character moving at a base rate speed; and 

said varying the moving speed of the play character displayed on the 
monitor by the first action according to the operated amount of the operation 
member varies the moving speed from the base rale according to a repetition rate of 
the operated amount of the operation member. 

20 
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46. (New) The computer-readable recording medium according to claim 45, 
wherein the operation of the operating member includes alternate operation of at 
least two operating members. 
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